Planet, Plan-it! ¢ Critical Thinking/Science 
Word War e eading/Problem Solving 
Going To Pieces ¢ Moath/Problem Solving 
Historical Hysterics ¢ Visual Discrimination 





Apple® II Plus, //e, IIc 
33 lic Plus, or I1GS; 64K; disk 
drive; printer optional 
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is the learning IIE 
Every issue contains four challenging 
orograms to help students master basic 
subject matter skills and learn key curriculum 
concepts while they enjoy themselves on the 
computer. It’s like taking part in a variety show 
that spins yarns, makes music, tickles your 
imagination, and challenges you to think, 
read, write, and reason. Included in each 
issue are the popular Twistaplot™ interactive 
reading adventures as well as three other 
orograms that enhance critical thinking, prob- 
lem solving, math, science, and language 
arts skills, and more. 


Microzine and Microzine Jr. Awards 


4984 Best Software of the Year « Classroom Computer Learning & Learning Magazine 
4985 Critics’ Choice Award « Family Computing 
4987 Educational Software Award e Learning Exchange 
4987 “Top Six” Winner, Best Software of the Year ¢ Classroom Computer Learning 
1988 Enhancement Award ¢ Classroom Computer Learning 
4988 Nominated: Best Elementary School Program ¢ Software Publishers Association 


Free Lifetime Warranty 
Every registered Scholastic software program is backed by a FREE LIFETIME WARRANTY. 
if the disk becomes defective at any time, just send it back to us for a free replacement. 
No questions asked. No shipping and handling charge. To be eligible, you must have 
filled out a warranty registration card for the software. 


TEACHER EDITION Ap| 


ISBN: 33 > sCicP 


0-590-87194-3 dri 








Side 1: Microzine Guide, Historical Hysterics 
Side 2: Planet, Plan-It! Apple® 64K 
Copyright © 1989 by Scholastic Inc. ISBN: 0-590-87295-8 


Published by Scholastic Inc. 
All rights reserved. Manufactured in U.S.A. 
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Disk 2 No. 33 


Side 1: Word War 
Side 2: Going to Pieces Apple® 64K 


Copyright © 1989 by Scholastic Inc. ISBN: 0-590-87 296-6 
Published by Scholastic Inc. 
All rights reserved. Manufactured in U.S.A. 
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Disk 2 No. 33 


Side 1: Word War 
Side 2: Going to Pieces Apple® 64K 


Copyright © 1989 by Scholastic Inc. ISBN: 0-590-87296-6 
Published by Scholastic Inc. 
All rignts reserved. Manufactured in U.S.A. 
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DISKETTE CARE AND HANDLING INFORMATION 


——— 





Protect Proteger 
Protéger Schutzen 
(R i 
Se pe 
No No 
Non Falsch 
£8 


Insert Carefully — Insertar 
Inserer avec soin Sorgfditig Einsetzen 


fi A $8 
Never Nunca 
Jamais Nie 
i Xt RAE 
Se 
1O°C =52°C 
50°F —125°F 
Never Nunca 
Jamais Nie 
ie Xt PA ib 
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SOFTWARE LICENSE AND LIMITED WARRANTY AGREEMENT FOR 
NON-COPY PROTECTED SOFTWARE PUBLISHED BY SCHOLASTIC INC. 


IMPORTANT: READ THIS LICENSE AND LIMITED WARRANTY AGREEMENT 
| CAREFULLY BEFORE USING THE ENCLOSED SOFTWARE AND DOCUMENTATION. 
| THEN, IF YOU AGREE WITH THE TERMS OF THIS AGREEMENT, FILL OUT AND SIGN 


THE ATTACHED WARRANTY REGISTRATION CARD AND SEND IT TO SCHOLASTIC 
INC. (SCHOLASTIC). IF YOU DO NOT AGREE WITH THESE TERMS, RETURN THIS 
PACKAGE TO SCHOLASTIC IN RESALEABLE CONDITION FOR A FULL REFUND. 





1. COPYRIGHT 

The software programs contained on the disk(s) and the documentation in this package are fully 
protected by U.S. copyright law. Scholastic and/or the author(s) of this program own all right, title 
and interest in any copyright in the program. It is against the law to copy or in any way duplicate 


the documentation, disk(s), or any portion of the program except under the terms and 


conditions expressly stated in this Software License and Warranty Agreement. 


2: NON-COPY PROTECTED SOFTWARE 


~ 81272-6 


The software programs on the disk(s) in this package are NOT copy protected. They are intended 
for use as Archival disk(s). You SHOULD make Legal Copies of the Archival disk(s), but only under 
the terms described in this Agreement. 3 


Scholastic has provided non-copy protected disks as a matter of convenience for its customers. 
However, the absence of copy protection in no way diminishes the copyrights of Scholastic and the 
autioris)- 


3. USER’S RIGHTS AND RESPONSIBILITIES 


= _ Under the terms of this license and U.S. copyright law, gee have covain rights to use the disk(s) | 








oe {tation included in this package. a , 
and socinncrintians in a manner that violates this license or nctian laies, Any rights not specifi- 
cally granted herein are reserved by Scholastic. Your specific rights and oi alee ee are: 
Previewing the Program 
e You MAY use and review the software ard documentation in this package ior up to 30 days 
before deciding to purchase it. If you do not return the complete package to Scholastic in 
resaleable condition within that 30 day period, you agree to purchase the software package. 
¢ You MAY NOT copy the contents of the disk(s) or any of the documentation in this package | 
for any reasons whatsoever unless and until you have decided to purchase the software. 
Completing the Warranty Registration Card 
¢ Once you have purchased the software package, you MUST complete the attached 
Warranty Registration Card and return it to Scholastic to be eligible for technical service, 
free disk replacement, product information, and free disk updates. 
ay and Using Legal Copies 
You MUST make one Legal Copy for each Archival disk included in the package. Follow 
these instructions: 
- Use any standard disk copy program or function to copy the contents of each Archival 
disk onto one blank disk. 
- On the appropriate Legal Copy label(s) included | in your package, enter the serial number 
that appears on the Warranty Registration Card. Affix this label to the Legal Copy ne 
- Store the Archival disk(s) in a safe place with a copy of this Agreement. 
* You MAY NOT make more than one Legal Copy of the contents of any disk for use at any 
one time. 
© Ifyou want multiple Legal Copy disks, you MAY, as the owner of the program, buy them 
from Scholastic at a per disk price to create a Customized Lab Pack, or you may buy a site 
license, which entitles you to make unlimited Legal Copies for use within a defined site. 
-* You MAY NOT make a copy from a Legal Copy disk. 
You MAY NOT use the Archival disk(s) for running the program. Use the Legal Copy disk(s) 
only. 
- You MAY NOT load the contents of a Legal Copy disk into more than one computer for 
simultaneous use. This so called “multi-loading” constitutes unauthorized copying and is 
expressly forbidden by this Agreement. 


tto use the disk(s) 





page 1 





¢ You MAY NOT copy the program onto a network or other multiple-user device. If you wish to 
install the program on a network or other multiple-user device, you MUST purchase a 
network version or a network license for the stand-alone version of the program. 
¢ You MAY install the program onto and use the program on one hard disk at any one time. To 
install the program on additional hard disks, you MUST purchase eis packages ora 
Site license. 
Replacing a Damaged or Defective Legal Copy or Archival Disk 
¢ \faLegal Copy of the program is damaged or defective, first try recopying the program from 
the Archival disk to the Legal Copy disk. If the program still does not work, the Legal Copy 
disk medium itself may be defective. In this case, copy the program from the Archival disk to 
another disk as a temporary Legal Copy. Then send the defective Legal Copy disk to 
Scholastic for a free replacement. When you receive the replacement, you MUST erase the 
temporary Legal Copy that you made. 
° If the Archival disk is damaged or defective, return it to Scholastic for a free replacement (see 
instructions under Software Warranty and Lifetime Replacement Policy below). 
Copying the Documentation 
You MAY NOT duplicate pages from the enclosed documentation for any purpose unless 
- permission is expressly granted within the documentation. 
¢ You MAY NOT make copies of activity books or any other print items that are sold separately 
by Scholastic. 
¢ For permission to copy print materials for use at workshops or teacher training sessions, 
contact Scholastic Software at 800-541-5513. In Missouri, call 800-392-2179. 
Restriction on Distribution, Sale or Lease of Programs or Documentation 
¢ You MAY NOT distribute, sell or lease copies of the program or documentation unless you 
have been given explicit written permission to do so by Scholastic. 


4. SOFTWARE WARRANTY AND LIFETIME REPLACEMENT POLICY 

Scholastic warrants the original purchaser of this product that the disk(s) containing the Scholastic 
program shall be free from defects in materials and workmanship. If a disk becomes defective at any 
time, you may return it to Scholastic for a free replacement. To be eligible for free disk replacements 
and technical support, you MUST HAVE completed and returned the attached Warranty Registration 
Card. 


Send disk(s) and | Scholastic Software In Canada: Scholastic Software 
correspondence to: P.O. Box 7502 123 Newkirk Rd. 
__ SS ee ~ 2301 E. MeGarty St. <a Richens 6 BGG 
Jefferson City, MO 65102 Ontario, Canada 
5. DISCLAIMER | 


_ This warranty does not apply to the software programs contained on Scholastic disks, which programs 
are sold “as is”. This warranty is in lieu of all other warranties, whether oral or written, expressed or 
implied. Any implied warranties, including implied warranties of merchantability and fitness for a 
particular purpose, are limited in duration to ninety (90) days from the date of purchase of this product. 
Scholastic shall not be liable for incidental and/or consequential damages for the breach of any 
expressed or implied warranty, including damage to property and, to the extent permitted by law, 
damages for personal injury. Some states do not allow the exclusion or limitations on how long an 
implied warrant lasts, so the above limitation or exclusion may not apply to you. 


This warranty shall not be applicable to the extent that any provision is prohibited by any federal, 
state, or municipal law that cannot be preempted. This warranty gives you specific legal rights, and 
you may also have other rights which vary from state to state. 


6. MISCELLANEOUS 
This Software License shall be governed by the laws of the State of New York and shall inure to the 
benefit of Scholastic Software, a division of Scholastic Inc., its successors and assigns. 3 


7. ACKNOWLEDGEMENT 

Licensee acknowledges that he has read this Software License, understands it, and agrees to be 
bound by its terms and conditions. Licensee also agrees that this agreement is the complete and 
exclusive statement of agreement between the parties and supersedes all proposals or prior agree- 
ments, verbal or written, and any other communications between the parties relating to the subject 
matter of this agreement. 


SERIAL NO.: 74320 


page 2 
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SCHOLASTIC SOFTWARE WARRANTY REGISTRATION CARD 


To be eligible for technical service, free disk replacement, product information, and free disk updates, please 
complete the following. 


Name: 





| have read the Software License and Warranty Agreement and agree to abide by its terms. 






Signature Date 


Teacher 


Title: [ ] [ } Curriculum Coordinator 
[] Department Head | [] Other (Specify): 
[] Computer Coordinator 





(If non-teacher, please fill in home address) 
School 
Street Address 
City, State, Zip 
_ Title of Product Purchased 


Date Purchased 





Ages of Software User(s): (circle ail that apply) 


6.7 6 Oe 





Disk Format: t|-5:25" br 35" 
1. How did you learn about this product? 7 
[] Scholastic Software Catalog ~ [] Magazine Review 
[] Scholastic Sales Representative [] Educators’ Workshop 
[] Scholastic Authorized Education Dealer [] Scholastic Family Catalog 
[] Received Information in the Mail [] Recommended by friend/colleague 
[] Magazine Advertisement 





2. What factor most influenced your decision to purchase this product? 
_ (Please check one box only.) 
{]  Scholastic's reputation [] | Service/Warranty Policy 
“[]) Price = : : [] Other (Specify): 
[] Wanted that specific product 








(Educators only please continue) 


3. School Location: [] Urban [] Suburban : -[] Rural 
School Type: [] Public [] Private 
Student Enrollment: {] 1-299 [] 300-499 : [] 500+ 





4. Approximate number of the following computers in your school: 











Apple Il Series IBM/MS-DOS | Macintosh 
5. Memory most available: [] 48K | [] 128K [] 512K 
| [] 64K [| 25eK [} 1MB 
6. Disk drive configuration most available: | : 
[ ] One 5.25" : =] Twoss" [] One 5.25" and one 3.5" 


[ ] Network — [] Hard Disk 


- continued - 
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Published by Scholastic Software 
730 Broadway 
New York, NY 10003 
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Director of Product Development Philip Miller 
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Project Editors Lisa Mandel, Rose Trivisonno 
Contributing Editors Lainee Cohen, 


Marian Buck-Murray, 
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Code) and the Universal Copyright Convention. Unauthorized copying is strictly 
prohibited. 
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Dear Educator, 


We created this Guide especially for you, to assist you in fully integrating 
Microzine and Microzine Jr. into your curriculum. The Guide is divided into three 
sections: 





Se Curriculum Index 


A List of Microzine & Microzine Jr. Programs by 

Curriculum Area 

Use this section to find Microzine and Microzine Jr. programs by curriculum 
area. For example, you would go to this section to find every Microzine Jr. 
program that reinforces math skills. The issue number in which each 
program appears follows the program title. 


1 Issue Index 





A Description of Microzine & Microzine Jr. Programs by Issue 
Use this section to read descriptions of each program. The curriculum 
areas and skills addressed in the program are highlighted. 


11 Program Index 


An Index of each Microzine and Microzine Jr. Program 

Use this index to learn the issue number in which a program appeared. 
For example, if you wanted to learn more about “Roundup,” look in the 

index, and turn to the issue listed. The content and curriculum areas of 
“Roundup” are described on that page. 





Microzine and Microzine Jr. provide a wealth of learning opportunities in every 
curriculum area. We hope this Guide will help you find the specific programs that 
will keep your students actively and enthusiastically learning throughout the year. 


Sincerely, 


Amy E. McKinley 
Editorial Director 
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Curriculum Index 


yea A List of Microzine & Microzine Jr. Programs by Curriculum Area 


Use this section to find Microzine and Microzine Jr. programs by curriculum area. 
For example, you would go to this section to find every Microzine Jr. program 
that reinforces math skills. The issue number in which each program appears 
follows the program title. The Microzine Jr. curriculum areas begin on page 9. 


Critical shinking Issue 
Adventures in the Microzone, Twistaplot a 
BASIC oy 17 
Big Nap, The, Twistaplot 9 
Brain Drain, Twistaplot 7 
Captains of the China Trade, The, Twistaplot 24 
City Blocks L 
Constellation Odyssey, Twistaplot 27 
Contraptions 30 
Cosmic Heroes, Twistaplot 25 
Dark Tower, The, Twistaplot 11 
Double Vision 30 
Dr. Maxwell’s Molecule Magic 24 
Escape From ANTcatraz, Twistaplot 23 
Fabulous Kids 21 
ences 5 
Fossils Alive!, Twistaplot 6 
Funhouse Caper, The, Twistaplot 14 
Game Plan 31 
Haunted Channels, The, Twistaplot 22 
Haunted House, Twistaplot 1 
Heroes & Villains 20 
History Mystery, Twistaplot 18 
Interactions 20 
Keyboarding 15 
Learning Machine, The 252g. 
Light on Target 29 
Malice in Wonderland, Twistaplot 19. 
Marvelous Menagerie 17 
MicroAgent of the Body Guard, Twistaplot 17 
Monitor Mystery 20-24, 27, 31 
Mystery at Pinecrest Manor, Twistaplot | 3 
Myths of Olympus, The, Twistaplot 29 
Northwoods Adventure, Twistaplot 2 
Picture This 25, 26, 28, 29 
Pirates of the Soft Seas, Twistaplot 5 
Puzzler 14 
Quest for the Pole, Twistaplot 28 








Rebus Maker 

Robot Rescue, Twistaplot 

Rose & Calumny 

Roundu 

Secret Coder 

Secret of the Sphinx, The 

Shifty Shapes 

Shot Heard ‘Round the World, The, Twistaplot 
Sound Lab 

T-Shirt Puzzles 


Ta 
Tickets to America, Twistaplot 
Toward the North Star, Twistaplot 


raps 
Trevler’s Guide to Fantastic Places, A 
2088: An Oval Office Odyssey, Twistaplot 
Volcanic Voyager, Twistaplot 
Voyage to See What's on the Bottom, Twistaplot 
Wagons West, Twistaplot 
Wizard of Darkling Wood, The, Twistaplot 
Zazoo Come Home, Twistaplot 


Fine Arts 
Animation Lab 
Cartoon Maker 
City Blocks 
Drawing Board 
Keyboarding 
Melody Maker 
Poster 

Poster Maker 
Screen Artist 


Math 

Budget Maker 

Estimator 

Log-lt! | 

Malice in Wonderland, Twistaplot 
Math Mall 

Rose & Calumny 

Roundup 

- ScholastiCalc 

Shifty Shapes 





15, 1 


eats 
Oh OO 


22, 23, 26 
18 
15 
18 
16 
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Curriculum Index 


Programmin 

Amazing Robot 

Amazing Robot Il 
BASIC Training 

Poster 


Reading 

Adventures in the Microzone, Twistaplot 
Ask Me 

Back Page 

Big Nap, The, Twistaplot 

Bookstore 

Brain Drain, Twistaplot 

Captains of the China Trade, The, Twistaplot 
Constellation Odyssey, Twistaplot 
Cosmic Heroes, Twistaplot 

Dark Tower, The, Twistaplot 

Escape FromANtTcatraz, Twistaplot 
Fabulous Kids| 

Fossils Alive!, Twistaplot 

Free Store 

Frog and the Fables, The, Twistaplot 
Funhouse Caper, The, Twistaplot 
Haunted Channels, The, Twistaplot 
Haunted House, Twistaplot 

Heroes & Villains 

History ea Twistaplot 

Inventors and Inventions 

Malice in Wonderland, Twistaplot 
Marvelous Menagerie 

Micro-Toon 

MicroAgent of the Body Guard, Twistaplot 
Monitor Mystery 

Mystery at Pinecrest Manor, Twistaplot 
Myths of Olympus, The, Twistaplot 
Northwoods Adventure, Twistaplot 
Pirates of the Soft Seas, Twistaplot 
Quest for the Pole, Twistaplot 

Robot Rescue, Twistaplot 

Secret of the Sphinx, The 


Shot Heard ‘Round the World, The, Twistaplot 


Tickets to America, Twistaplot 
Toward the North Star, Twistaplot 
Travelers Guide to Fantastic Places, A 


Issue © 


a 
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4 Reading peony Issue 
2088: An Oval Office Odyssey, Twistaplot 15 | 
Volcanic Voyager, Twistaplot 31 | 
Voyage to See What’s on the Bottom, Twistaplot 20 | 
, Wagons West, Twistaplot 12 | 
Who’s Who in Outer Space 13 
Wizard of Darkling Wood, The, Twistaplot 26 
Word Ladder 2 
Zazoo Come Home, Twistaplot 8 
Science . 
Constellation Odyssey, Twistaplot 27 
Cosmic Heroes, Twistaplot 25 
Dr. Maxwell's Molecule Magic 24 
Escape From ANTcatraz, Twistaplot 23 
Interactions 20 
Inventors and Inventions 14 
Learning Machine, The 20; 21 
Light on Target 29 
Marvelous Menagerie 17 
MicroAgent of the Body Guard, Twistaplot cf 
Ride the Wind 2 
oe 10 
Solar Pilot 16 
Sound Lab 28 
Sound Off! 6 
Traveler's Guide to Fantastic Places, A 16 
Volcanic Voyager, Twistaplot 7 31 
Who’s Who in Outer Space 13 
Social Studies/History 
Calendar 19 
Captains of the China Trade, The, Twistaplot 24 
& Double Vision 30 
) Free Store 6 
History Mystery, Twistaplot 18 
Inventors and Inventions 14 
S Olympic News , 6 
Quest for the Pole, Twistaplot 28 
Shot Heard ‘Round the World, The, Twistaplot 10 
Survey Taker 7 7 
Tickets to America, Twistaplot 16 
Toward the North Star, Twistaplot 30 
2088: An Oval Office Odyssey, Twistaplot 15 
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as Social Studies/History (continued) Issue 
Wagons West, Twistaplot 12 
Who’s Who in Outer Space 13 
weed, 
Banner Maker 24 
Billboard 10 
Blueprint Maker 25 
Calendar 19 
Cartoon Maker 14 
Congratulations! 26 
Fill in the Blanks 21 
Greetings! 23. 
Letter Writer 18 
Log-lt! 4 
Newspaper Maker 12 
NewsPrint 22 
Poster Maker 29 
Presenting! 31 
Puzzler 14 
Quizzler 9 
Rebus Maker 27 
Secret Coder 11 
Secret Files 1 
Secret Journal 8 
Stationery Maker 28 
Sticker Factory 11 
Story Teller 5 








: : | iw Jr, 
Curriculum Index | 








Critical Thinking Issue 

Board Silly 5 

Crickety Manor, Twistaplot 2 

Eye Spy Charter, 1, 4 

Fuzzy to Focused 3 | 
Going a eoty 3 
Great Frankfurter, The, Twistaplot 3 | 
Jigsaw Puzzler 4. | 
Micro Mystery 2,5 | 
Safari!, Twistaplot 1 | 
Talk to B.E.R. 1 

Where Is Pi y?, Twistaplot Charter 

Your Town, Twistaplot 5 

Zoostorm, Twistaplot 4 

Fine Arts 

Going Dotty 3 

Mask Maker 1 

Math 

| Dotty 3 

Graph Maker 2 

Math Ani-Mall 2,4 

Reading 

Crickety Manor, Twistaplot 2 

Great Frankfurter, The, Twistaplot 3 

Micro Mystery 2i0 

Safari!, Twistaplot 1 

Storybook Maker Charter, 3 

Where Is Piggy?, Twistaplot Charter 

Your Town, Twistaplot 5 

ZooStorm, Twistaplot 4 

Science 

Safari!, Twistaplot 1 

Something Fist wot 5 

Talk to B 1 

Video Be Charter 

Social Studies/History 

Your Town, Twistaplot 5 

Writing 

Storybook Maker Charter, 3. 





Issue Index 





A Description of Microzine & Microzine Jr. Programs by Issue 


Use this section to read the descriptions of each program. The curriculum areas 
and skills addressed in the program are highlighted. 


Issue 1 


Haunted House 

This language arts Twistaplot adventure finds the student in a haunted house 
peopled by the wise-cracking Murray the Ghost and the evil Nilvail. The outcome 
of the story is determined by the choices the student makes. 


Secret Files 
This program introduces students to the concept of databases, as they create 

an electronic file of cards, filed alphabetically or numerically. Students can search 
through the cards. This program builds language arts and problem-solving 
Skills. 


Poster 

Students use their cursor as a paintbrush to create colorful posters in this art & 
design program. Using a simple programming language, students choose from 
a palette of 16 colors and the sound they want the brush to make as it draws their 
poster. 





Ask Me 


This computerized interview introduces students to actor Robert MacNaughton, of 
“E.T.” fame. Students select sentence fragments to construct questions to ask the 
actor, building language arts skills and computer literacy. Robert asks students 
a question or two as well! 





Issue 2 


Northwoods Adventure 
In this Twistaplot adventure students read for detail and comprehension as they 
_go on acamping trip to Minnesota’s Northwoods. 


‘Melody Maker 
This program allows students to create music with notes, colors, or shapes. 
Students will be introduced to elementary principles of music and math as they 
| create their own compositions or alter the melodies provided in the Student 
Handbook. 
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Issue 2 (continued) 


Ride the Wind 
This simulation of a hot-air balloon race challenges students to form hypotheses 
and make predictions as they race against each other or the computer. The 

scientific principles of how hot-air balloons fly are included in a mini-tutorial. 







Word Ladder 
Students’ vocabularies will be tested and enriched by playing this challenging 


word game. Students must construct word ladders of varying lengths by 
changing words one letter at a time. 





Issue 3 


Mystery at Pinecrest Manor 

This Twistaplot adventure casts students in the role of amateur sleuths as they 
read for detail and comprehension to find the missing Egyptian statue. Their 
map skills will also be tested as they check each room in Pinecrest Manor, read 
the database of interviews with each suspect, and use their skills of inference 
and deduction to catch the thief. 


Amazing Robot 
Students will program the amazing robot through tricky mazes using a simple 


LOGO-like programming language. Students can save their routines on a data 
disk and edit them. 










Bookstore 


This program is a database of 200 books. Students can browse through the 
database by title, author, or other categories and read plot descriptions while 
they are introduced to the concept of managing information in a database. 


Tag 


This computerized version of tag tests students’ strategy skills as they press 
keys to avoid an electronic net. 








Adventures in the Microzone 
In this language arts Twistaplot adventure, students suddenly find themselves 
two inches tall. They are confronted with such obstacles as their pet cat anda 
pile of laundry that test their problem-solving skills. 
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Issue Index 





Issue 4 








Log-It! 
This math and problem-solving program allows students to keep track of all the 
numerical data in their lives: grades, allowances, team scores, and more. The 

program will total and average the data the student enters. 





Ask Me: Tom Snyder 

This computerized interview introduces students to computer game designer 
Tom Snyder. Students select sentence fragments to construct questions to ask 
the designer, building language arts skills and Samper literacy. Tom asks 
students a question or two as well! 


Traps 
This problem-solving program encourages students to work cooperatively to trap 
the Green Meanies. Cooperation increases their score. 





Issue 5 


Pirates of the Soft Seas 

This problem-solving Twistaplot adventure finds the student matching wits with 
some bumbling pirates on a Caribbean island. Students solve riddles, rebuses 
and math puzzles to locate buried treasure. 


Story Teller 

This word/picture processor makes writing stories easy and fun. Students may 
also arrange drawing pieces to make pictures to illustrate their stories. Stories 
may be saved on a data disk, edited, and printed. 


Amazing Robot I 

Students will learn the basics of programming using this LOGO-like language. 
Programming simple commands will make the amazing robot move through 
mazes and draw colorful pictures. 


Fences 

This logic and strategy program may be played against an opponent or the 
computer. Students compete to claim the greatest number of squares by “fencing” 
the squares in. 
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Issue 6 


Fossils Alive! 

This language arts Twistaplot adventure sends the student back to prehistoric 
times. By reading for detail and comprehension and using problem-solving 
skills, students choose which items to bring on their adventure and make decisions 
that affect the story's outcome. 











Olympic News 

This electronic newspaper allows students to read all about the history of the 
Olympics and some of the great athletes of the past. Students may add their own 
information and update old records, building writing skills. The Olympic trivia quiz 
is as educational as it is fun. 


Free Store 

This database of free, or almost free, mail-order items will intrigue students and 
encourage their writing skills as they send for brochures, historical booklets and 
other items. (Note: this database was written in 1984, and not all items listed may 
still be available.) 


Sound Off 

Students expand their creativity as they arrange, save, edit and play lists of 
sounds, chosen from the 40 sound effects. The sounds may be used to enhance 
oral reports, or dramatized readings that students have written. 





Issue 7 
Brain Drain 


This science-fiction Twistaplot pits the student against the villain Pnowo-Ledge. 
Students must read for detail and comprehension as they search the galaxy for 
the answers to eight puzzles that will release a kidnapped scientist held on the 
planet Octloch. If students are successful they will graduate from Moon Scout to 
Star Scout. i 


Survey Taker 

This utility program allows students to make surveys and display the results in table 
and bar graph form. The questions may be multiple choice, true-false or open- 
ended. “Survey Taker” enhances students’ writing, math, and social studies 
skills. 
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Issue 7 (continued) 
City Blocks 


This art & design program stars an animated construction worker. Students direct 
the worker to pick up shapes of buildings, cars, trees, clouds, and more, and 
arrange them to create a city scene. Students may also edit the form and color of 
each shape. A print option is included. 











Back Page 
This language arts program is a collection of features: letters from the editor and 
Microzine readers, Micro-Toon, an electronic comic strip, and a vocabulary puzzle. 





Issue 8 













Zazoo Come Home 
This language arts Twistaplot adventure begins with the theft of the short story 
written for a school assignment. Anwee, the Evil Dullard, is the thief, and students 
must adventure through storybook land to retrieve the story. Using the cloze 
reading technique, the student completes the partially erased story, rescues a 
character named Zazoo, and saves the day. 


Secret Journal 

This writing tool allows students to turn their computer into an electronic diary, 
locking away their entries with a secret password. Students may choose to free- 
write, or to use one of many sentence starters to help them start writing. Journal 
entries from such writers as Beatrix Potter, Anne Frank, and Lewis and Clark are 
included as inspiration. 


Drawing Board 

Students create beautiful computer graphics with this drawing tool. They choose 
from a palette of 16 colors and several brush styles. The program allows students 
to draw boxes, lines, circles, and to fill the shapes with color, or to free draw. 
Pictures may be saved, edited, and printed. 


Back Page 
This language arts program is a collection of programs: letters from the editor and 
Microzine readers, Micro-Toon, an electronic comic strip, and a vocabulary puzzle. 
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Issue 9 


The Big Nap 

Tex Cody, the computer cowboy, has been kidnapped. Students assist hard-boiled | 
private-eye Rusty Rayburn on the case. Students read for detail to collect clues, 
and translate private-eye lingo to crack this Twistaplot mystery. 


Budget Maker 

This math program allows students to keep a running balance sheet of one or more 
budgets, organizing them alphabetically, by date or by amount. Students may 
write brief descriptions of each entry, and then choose to print their budgets with or 
without the descriptions, or to print selected entries from their budgets. 


Quizzler 
| This language arts and math program allows students to make and take quizzes. 
There are several Microzine quizzes included, with three levels of difficulty. Quiz 

scores may be saved on a data disk and displayed on a bar graph. 















Back Page 
This language arts program is a collection of features: letters from the editor and 
Microzine readers, Micro-Toon, an electronic comic strip, and a vocabulary puzzle. 





The Shot Heard ‘Round the World 

This historical Twistaplot adventure is set in the Boston area during the battles of 
Lexington and Concord at the beginning of the Revolutionary War. Students learn 
about actual events as they join Paul Revere’s network of spies to deliver secret 
messages and hide supplies. Students will also read maps and decode 
messages using sequencing skills. 


Sailing 
In this simulation of a sailboat race, the student competes against a friend, the 
computer or the clock. Students will be introduced to the science of sailing, 
learning how wind direction and speed affect steering, as well as learning about 
different types of sails and sailing terminology. 


Billboard 


This utility turns the monitor into an electronic billboard. Students write messages, 











choosing from four type styles and six background colors. Messages may be 
saved on a data disk and edited. 
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Issue 10 (continued) 





Back Page 
This language arts program is a collection of features: letters from the editor and 


Microzine readers, Micro-Toon, an electronic comic strip, and a vocabulary puzzle. 





Issue 11 


The Dark Tower 

In this fantasy Twistaplot adventure, students move an animated figure through 
King Arthur's castle, searching for treasure. By mapping routes, and typing 
commands, students progress through the story. Critical thinking skills are 
enhanced. 


Secret Coder 

Students encode messages using any of nine famous codes and ciphers, and 
create their own secret codes. Students also decode messages by analyzing 
letter frequency, counting bigrams and more. The students use critical thinking 
skills to plan the strategy, and the computer does the counting. 


Sticker Factory 

Students may choose from 10 sample sticker designs or design their own stickers 
to save, edit, and print. Students use language arts skills as well as art & design 
skills in this simple utility. 


Back Page 
This language arts program is a collection of features: letters from the editor and 
Microzine readers, Micro-Toon, an electronic comic strip, and a vocabulary puzzle. 


Issue 12 











Wagons West 
In this historical Twistaplot, students travel west on a wagon train. Students 
choose items to bring along, follow the pioneer trails across four maps, learn Indian 
sign language and make decisions throughout the journey. Students must read 
for detail and solve problems to reach California or Oregon safely. 


Newspaper Maker 


Students write, edit, and save newspaper articles, then lay out those articles ina. 
newspaper format. Newspapers may be printed. 
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Issue 12 (continued) 


T-Shirt Puzzles 
Students use critical thinking and problem-solving skills to solve a series of 
challenging logic puzzles. Students choose puzzle pieces and place T-shirt 

machines in the correct order to recreate T-shirt designs. 








Micro-Toon 
Micro-Toon is an electronic comic strip. Students read an adventure that stars 
Red, her computer Einstein, and her favorite robot, Dudley. 





Issue 13 


The Frog and the Fables 

In this language arts Twistaplot, students adventure through a forest and a castle 
to collect fables and match them to morals. If they are successful, they will free the 
frog king from the evil wizard’s spell. 


The Secret of the Sphinx 

In this text adventure, students read for detail and comprehension, and type 
commands to advance through the story. Three mummies have clues that will 
reveal the secret of the sphinx. Map skills are tested as students move — 
the pyramid by choosing cardinal directions. 


Who’s Who in Outer Space 

This database contains 150 entries on real and fictional outer-space personalities. 
This program encourages students to search through the database logically, by 
noting relationships between the entries. Students are introduced to the 
historical and scientific significance of the real-life personalities, and learn the 
source of the fictional personalities for further reading. 





Back Page 
This language arts program is a collection of features: letters from the editor and 
Microzine readers, Micro-Toon, an electronic comic strip, and a math puzzle. 


Issue 14 


The Funhouse Caper 

This Twistaplot is three mysteries in one. In each, the jeweled key to a room in the 
funhouse has been stolen, but the thief is different in each story. Students use | 
map skills to search the funhouse, and read for detail and comprehension as 
they collect clues to solve the mystery. 


Inventors & Inventions 

This database contains over 150 entries of inventors and inventions. Students 
search through the database logically, by noting relationships between the 
entries. They are also introduced to the historical and scientific significance of 
the inventors and the inventions. 
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Issue 14 (continued) 


Cartoon Maker 7 
Students write, edit, save and print their own cartoons with this engaging program. 
Students may choose from 50 graphics, then write their own text to create eight- 
panel cartoons. 


Puzzler 

This program encourages both language arts and math skills as students create 
crossword puzzles and crossnumber puzzles. Puzzles may be saved, edited, and 
printed with or without the answers disolaved. 





Issue 15 


2088: An Oval Office Odyssey 
This science-fiction Twistaplot adventure finds the student running for reelection for 
President of the United States in the year 2088. Students select a running mate 
and make decisions throughout their campaign that will win some votes and lose 
others. Social studies, reading for detail and comprehension, and making 
inferences are some of the skills addressed. 


















Keyboarding 
Students will utilize critical thinking and computer literacy skills as they use this 
typing tutorial to learn the correct fingering and location of the letters on a keyboard. 


A simple game tests students’ tvoina speed. 


Roundup 

This math and strategy program introduces students to the concept of Venn 
diagrams (union, intersection, and union-minus-intersection). Students use 
problem-solving skills to lasso horses and avoid the cactuses, as they play 
against a friend or the computer. 


Estimator | 

In this math program, students test their estimating skills as they choose a 
temperature range on a thermometer and then find a particular temperature within 
that range, or as they estimate the amount of elapsed time on a clock. 





Issue 16 


Tickets to America 
This historical Twistaplot takes place in 1908. The student is an Italian immigrant 


traveling to America to make a new life. Students will use critical thinking skills, 
and read for detail and comprehension as they search for an affordable 
apartment, find a job and attend night school. Map skills are also reinforced. 
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Issue 16 (continued) 


Solar Pilot 

This science program introduces students to the concept of solar energy as they 
pilot a solar-powered blimp through various weather conditions. If students are 
successful, they are promoted from Land Skimmer to Solar Pilot. 


A Traveler’s Guide to Fantastic Places 

This database contains over 150 entries of real and fictional places. Students 
search through the database logically, by noting relationships between the 
entries. Students may print all or part of the database and solve a series of 
challenging puzzles. 


Shifty Shapes 
This logic and strategy program challenges students to move shapes on the 

screen to fill in puzzle outlines. Students may rotate the shapes, encouraging skill 
in noting relationships, as they work against the clock to solve the puzzles. 


Issue 17 


Microagent of the Body Guard 

This science and science-fiction Twistaplot takes the student on an adventure 
through the human body. Students read for detail and comprehension to learn 
about the functions of various organs, and to solve the problems and questions 
oosed by the villainous Baha Omen. 


Mission: Mix-up 

This critical thinking program challenges students to find the correct combination 
of fictional chemicals to solve a variety of problems. For example, when faced with 
crossing a scorching desert, students deduce that by combining the “transportation” 
chemical with the “animal” chemical, they will mix up a camel, and safely cross the 
desert. There are two levels of difficulty. 










Marvelous Menagerie 
This database contains over 150 entries of real and fictional animals. Students will 
search through the database logically, by noting relationships between the 


entries. Students may print all or part of the database, and solve a series of 
challenging puzzles. 


Basic Training 
Students will learn some BASIC programming commands as they solve a series of 


puzzles at CPU (Computer Programmers University). If students are successful, 
they will receive a reward. 
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Issue 18 


History Mystery 
Students adventure through a history museum in this Twistaplot adventure. They 
must read for detail and comprehension, make deductions and then type in 
commands to move through the museum. Students “meet” such characters as 
Confucius, Caesar and Edison in this winsome story. 











Letter Writer 

Students learn the proper form for writing business and personal letters with this 
language arts program. Students also learn the proper way to address a letter to 
the President, what information to include in a letter requesting a job interview, and 
more. The letters may be saved and printed. 


ScholastiCalc 
This math program is an introduction to spreadsheets. Students can create, edit, 
save, and print spreadsheets. 


Rose & Calumny 

The fearless adventurer Rose (“rows”) has been imprisoned by 

the evil witch Calumny (“columns”). This program is a series of challenging math 
puzzles, which students will use “ScholastiCalc” (see above) to solve. 





Issue 19 


Malice in Wonderland 

This language arts Twistaplot takes place in Wonderland. The citizens have been 
imprisoned by the Queen of Hearts and her Royal Hench cards. Students free the 
citizens by solving the Joker’s math puzzles. 


Animation Lab 

Students will use their sequencing skills as well as their art & design skills to 

create animated computer movies. Students may choose from a human, animal, or | 
robot character, then position the character's limbs and joints for each frame of the 
movie. Movies may be viewed in continuous motion or time-lapse mode, and may 
be saved and edited. 


Calendar! 
This language arts and history program allows students to look at the Microzine- 
calendar for daily historical memos, and create their own calendars with daily, 

monthly, or yearly memos. Calendars may be saved on a data disk and printed. 















Estimator 
In this math program, students will test their estimating skills as they estimate how 





many floors are in the Microzine building and how many slices are in a pie. 
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Issue 20 


Voyage to See What’s on the Bottom 
This language arts Twistaplot asks the student to find a treasure left by the lost 

civilization of Atlantis. Students communicate with the dolphin Nigel using English 
and dolphin “words” to direct Nigel across a map. 











Interactions 

This science program challenges students to create a balanced ecosystem by 
selecting predators and prey, the rate at which they eat, and other variables. Ifa 
species overpopulates or becomes extinct, the game is over. 


Heroes & Villains 

This database contains over 140 entries of fictional heroes and villains. Students 
search through the database logically, by noting relationships between the 
entries. The program includes a print option. 









Monitor Mystery 
Students read for detail and comprehension, use visual discrimination skills to 
search the picture for clues, and then deduce the answers to a series of questions 
to solve a mystery. In “The Case of the Baffling Birthday,” students will search for 

the true identity of twins. If students solve the mystery, they will receive a reward. 







Issue 21 


Robot Rescue 

This science-fiction Twistaplot adventure is a sequel to “Brain Drain” (issue 7). Your 
robot pal EZ-4U has been robot-napped by the evil Pnowo Ledge. By reading for 
detail and making inferences, students will rescue EZ and save the universe as 
well. — 


Fill in the Blanks 


This language arts program enhances students’ understanding of parts of speech 


| as they fill in the blanks in Microzine stories. Students can also write their own 


stories, assign a part of speech to each blank and then let a friend or the computer 
complete their story, with some surprising results. Stories may be printed with or 
without the blanks filled in. 


Fabulous Kids 

This database contains over 100 entries of real and fictional children. Students 
must search through the database logically, by noting relationships between the 
entries. Students also learn the source of the fictional personalities for further 
reading. Includes a print option. 
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Issue 21 (continued) 


Monitor Mystery : 

Students read for detail and comprehension, use visual discrimination skills to 
search the picture for clues, and then deduce the answers to a series of questions 
to solve a mystery. In “Keeping Track of Time,” students will use their knowledge of 
time zones to crack the case. If students solve the mystery, they will receive a 
reward. 





Issue 22 


Haunted Channels 

This language arts Twistaplot enhances students’ skills in map reading and 
reading for detail and comprehension. The villainous U.H.F. (Ugly Horrible 
Fiend) wants to imprison everyone inside their television sets. Students must make 
decisions and type commands to defeat the villain and save the day. 


NewsPrint 

This language arts program is part of Microzine’s Desktop Publishing series, which 
includes issues 22 through 26. Students write, edit, and save newspaper articles. 
Students then lay their articles out in a newspaper format, inserting Microzine clip 
art, and print their newspaper. “NewsPrint” is on a separate, copyable disk that 
students may use to create backup disks or to share with friends. | 








Math Mall 3 
This math program challenges students to fill customer's orders for alien pets by 
selecting the correct number of body parts. For example, a customer might ask for 
pets that, together, will provide them with 24 spines and 16 tails. There are 10 
stores in the Math Mall for students to explore. 








Monitor Mystery 

Students read for detail and comprehension, use visual discrimination skills to 
search the picture for clues, and then deduce the answers to a series of questions 
to solve a mystery. In “Flimflam at the Flicks,” students will discover who is sending 
secret messages from the Bijou Theater. If students solve the mystery, they will 
receive a reward. 


Escape From ANT catraz 

In this science Twistaplot, students are ants imprisoned in the notorious ant farm 
“ANTcatraz.” Students read for detail and comprehension, and map the ant farm 
to successfully return to their nest in the wild. Students also learn fascinating facts 
about various species of ants. 
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Issue 23 (continued) 


Greetings! 
This language arts program is part of Microzine’s Desktop Publishing series, which 
includes issues 22 through 26. Students write messages, choose from among 30 
different graphics, and print their greeting cards. “Greetings!” is on a separate, 
copyable disk that students may use to create backup disks or to share with friends. 


Math Mall 
This math program challenges students to assist alien customers by choosing the 
correct number of food packages necessary to fill each order. There are 10 stores 
in the Math Mall for students to explore. 




























Monitor Mystery 

Students read for detail and comprehension, use visual discrimination skills to 
search the picture for clues, and then deduce the answers to a series of questions 
to solve a mystery. In “The Case of the Foul Play,” students will discover who 
sabotaged the school play. If students solve the mystery, they will receive a 
reward. 





Issue 24 


Captains of the China Trade 
This historical Twistaplot places students on an 1806 trade ship, sailing from 
Salem to the Orient. Students must navigate from port to port by reading maps | 
and identifying the latitude and longitude of each port, and by reading for detail 
and comprehension to make the wisest trades. 













Banner Maker 
This language arts program is part of Microzine’s Desktop Publishing series, which 
includes issues 22 through 26. Students write messages, choose from among 30 
different graphics, then print their banners in one of three sizes. “Banner Maker” is 

| on a separate, copyable disk that students may use to create backup disks or to 
share with friends. 









Dr. Maxwell’s Molecule Magic 
This science program introduces students to the concepts of how molecules are 
affected by heat, volume and density. Students experiment with these factors as 
they attempt to create enough pressure to launch a rocket ship to the moon. 







Monitor Mystery 
Students read for detail and comprehension, use visual discrimination skills to 
search the picture for clues, and then deduce the answers to a series of questions 


to solve a mystery. In “The Case of the Missing Wheel,” students will discover who 
took a bicycle wheel from Mr. Wright's bicycle shop. If students solve the mystery, 
they will receive a reward. 
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Issue 25 


Cosmic Heroes | 

This science Twistaplot asks students to use their knowledge of the solar system to 
defeat the evil Sirius Lunatik. Students will analyze the database of information on 
the nine planets, and read for detail and comprehension as they adventure 
through our solar system. 


Blueprint Maker 

This language arts and math program is part of Microzine’s Desktop Publishing 
series, which includes issues 22 through 26. Students choose a blueprint for a toy, 
decorate it with one of the Microzine “decals” and print the blueprint. Simple 
instructions for assembling the blueprint into a three-dimensional toy are printed as 
well. “Blueprint Maker” is on a separate, copyable disk that students may use to 
create backup disks or to share with friends. 


The Learning Machine 
This program is an introduction to the concept of artificial intelligence. Students will 
exercise their critical thinking and writing skills as they teach B.E.R.T.H.A. about 
a topic of their choice, and then play a guessing game with her. The more students 
teach her, the more challenging and fun the games become. There is a Microzine 

| sample game included to get students started. 


Picture This 

In “The Wild West,” students play a computer version of “What’s Wrong With This 
Picture?”. The student must identify the items that do not belong in the western 
scene. If the students identify all 10 items in 10 tries they can write to Scholastic for 
a certificate. Visual discrimination skills are tested. 


Issue 26 


The Wizard of Darkling Wood 
In this language arts Twistaplot, students must read for detail and comprehen- 
sion to return a stolen lantern to Scav, the friendly elf. Students will search four 

locations for clues and objects in this fairy-tale story. 







Congratulations! 

This language arts program is part of Microzine’s Desktop Publishing series, which 
includes issues 22 through 26. Students choose from different borders, type fonts 
and graphics to create awards, certificates or diplomas. The certificates may be 
printed. “Congratulations!” is on a separate, copyable disk that students may use to 
create backup disks or to share with friends. 


Math Mall 

This math program challenges students to assist alien customers by determining 
the correct percentage of liquid to fill each order. There are 10 stores in the Math 
Mall for students to explore. 
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Issue 26 (continued) 


Picture This 
In “Medical Mix-up,” students play a computer version of “What's Wrong With This 
Picture?” The student must identify the items that do not belong in the doctor’s 


office. If the student identifies all 10 items in 10 tries they can write to Scholastic for 
a certificate. Visual discrimination skills are tested. 





Issue 27 
Constellation Odyssey 


This science Twistaplot adventure takes place in Star Town, where the constella- 
tions have fallen from the sky. The student replaces the constellations and then 
creates and names their own constellation by “connecting the dots” among the 
stars. There are four versions of the story, depending on which of the four seasons 
the student chooses. 


Rebus Maker 

This language arts program is part of Microzine’s Classroom Publishing series, 
which includes issues 27 through 31. Students solve Microzine rebuses, then 
write, save on a data disk and print their own rebus puzzles, choosing from 100 
graphics. “Rebus Maker” also builds problem-solving skills. Students may copy 
“Rebus Maker” to create backup disks or to share with friends. 


The Learning Machine 

_|Students “teach” the Learning Machine about a topic of their choice, and the 
machine then plays a guessing game using that data. Students can challenge 
friends with their games. “The Learning Machine” builds critical thinking and 
writing skills. 


Monitor Mystery 

In “The Mystery on the High Seas,” students read a story, then use a magnifying 
glass to search the scene of the crime for clues. Students use problem solving 
and visual discrimination to solve the mystery. If students solve the mystery, they 
will receive a reward. 





Issue 28 


Quest for the Pole 
In this Twistaplot adventure, students attempt to be the youngest explorer to reach 
the North Pole by land. Students must remember historical details and make 

deductions to succeed. There are three parts to the story. 
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Issue 28 (continued) 


Stationery Maker 

This language arts program is part of Microzine’s Classroom Publishing series, 
which includes issues 27 through 31. Students design and print their own letter- 
head stationery, choosing from a variety of border styles, type fonts and graphics. 
Students may copy “Stationery Maker” to create backup disks or to share with 
friends. 


Sound Lab 


In this science simulation, students manipulate sound waves and create new 
sounds by using functions such as Cut, Paste, Copy, and Reverse. Students can 
save and edit their new sounds. 


Picture This 

In “African Animals,” students test their visual discrimination skills to search a 
picture for the animals which are native to Africa, and the animals which are not. If 
students are successful, they will receive a reward. 





Issue 29 
The Myths of Olympus 


In this language arts Twistaplot adventure, students find themselves caughtina _ 
maze in ancient Greece. By learning about the characters and plots of more than 
10 Greek myths, students escape the maze, meet Zeus, and are returned home 
safely. 


Screen Artist 
This art & design program is part of Microzine’s Classroom Publishing series, 
which includes issues 27 through 31. Students create, edit, save and print their 
own computer graphics. Graphics that are created with this program are compat- 
ible with the classroom-publishing programs in issues 30 and 31. Students may 
copy “Screen Artist” to create backup disks or to share with friends. 















Light on Target 

Students discover basic scientific and mathematic principles of optics and 
geometry as they experiment with the properties of light to solve a series of fun and 
challenging puzzles. 


Picture This 

In “Desert Dilemma,” students search a picture to determine which objects and 
animals do not belong in the desert scene. If students are successful, they will 
receive a reward. Students build visual discrimination skills. 
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Issue 30 


Toward the North Star 
In this historical adventure, students become conductors and then stationmasters 
on the Underground Railroad in 1850. Students also learn about historical 

“personalities such as Harriet Tubman, and Levi and Catherine Coffin. 
















Poster Maker 
This language arts program is part of Microzine’s Classroom Publishing series, 
which includes issues 27 through 31. Students write text, add it to posters, and 
then print the posters in a variety of sizes using Microzine graphics, or graphics 
they create using “Screen Artist” in issue 29. “Poster Maker” is on a separate, 
copyable disk that students may use to create backup disks or to share with friends. 


Contraptions 

This problem-solving program challenges students to build a contraption from 
such wacky components as a sleeping kangaroo, a toaster, and a barber’s chair. 
The goal is to rescue a friend from a high balcony. Students can save and edit their 
contraptions. 


Double Vision 

In “Americana,” students test their powers of visual discrimination as they identify 
pictures in various stages of resolution. Graphics of historical personalities and 
objects that are uniquely American are included. 





Issue 31 


Volcanic Voyager 

In this science Twistaplot adventure, students travel to volcanos around the world 
and discover facts about volcanos as they strive to defeat the villainous 

Dr. Volcay No. 















Presenting! 
This language arts program is part of Microzine’s Classroom Publishing series, 
which includes issues 27 through 31. Students create slide show presentations, 
using Microzine graphics or graphics they create using “Screen Artist” in issue 29 or 
“Poster Maker” in issue 30. “Presenting!” is on a separate, copyable disk that 

students may use to create backup disks or to share with friends. 


Game Plan 
Students create, save, and play on-screen board games. Students design the 


board and determine the rules of the game, building valuable critical thinking and 
problem-solving skills. 
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Issue 31 (continued) 


Monitor Mystery 
In “The Mystery of the Missing Mechanical Mutt,” students read a story, then use a 
magnifying class to search the scene of the crime for clues. Students use problem 


solving and deductive reasoning to solve the mystery. If students solve the 
mystery, they will receive a reward. 
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Charter Issue 
Where Is Piggy? 


In this language arts Twistaplot adventure, students must interview suspects and 
use their critical thinking skills to discover who stole their prize pug at the dog 
show. Students solve the mystery by making decisions throughout the story. 


Storybook Maker 
In this language arts program, the student wakes up to a day filled with fishy puns 
and wacky adventures. The student determines the plot of the story by reading for 
detail and making decisions. When the story is completed, the student can 
choose to read the story again or to print the story, complete with graphics. 





















Video Garden 
This science program encourages students’ skills in noting relationships and 
observation as they select flower and vegetable seeds, plant them, water them, 
and watch them grow. Students may save their gardens on a data disk and watch 
them grow day by day. 


Eye Spy 
| In “Fix the Farm,” students play a computer version of “What's Wrong With This 


Picture?”. The student must identify the items that do not belong in the farm scene. 
If the students identify all 10 items in 10 tries they can write to Scholastic for a 
certificate. Visual discrimination skills are tested. 


Issue 1 


Safari! 
This science Twistaplot adventure takes students on an unusual safari in Kenya: 
students choose to be one of six African mammals. They learn critical facts for that 
animal's survival (for example, elephants stay with their herd for safety and take 
baths for good health), and then encounter situations where they must apply the 
information they learned. If they are successful, they can choose to print a page of 
information about that animal. Critical thinking skills are enhanced. 


Mask Maker 
This art & design program lets students create a mask by choosing from different 
hair styles, face shapes, eyes, ears, noses, and mouths. More than 2.5 million 

combinations can be created. Students can print their masks. 



















Talk to B.E.R.T | 
This introduction to artificial intelligence allows students to play a sample guessing 
game with B.E.R.T. about modes of transportation, or to write and save their own 


guessing games. The more the student teaches B.E.R.T. the more challenging the 
games become. Students are introduced to computer literacy skills and database 
concepts with this program. 
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Issue 1 (continued) 







Eye Spy 
In “A Day at the Beach” students play a computer version of “What's Wrong With 
This Picture?” The student must identify the items that do not belong in the beach 
scene. If the students identify all 10 items in 10 tries they can write to Scholastic for 
a certificate. Visual discrimination skills are tested. 


Issue 2 


Crickety Manor 

This critical thinking Twistaplot adventure finds students in an old house, peopled 
by friendly ghosts. The goal is to locate the source of a voice calling for help. By 
typing in simple commands, students move through the house, reinforcing map 
skills, get and use objects, and finally make their way up to the attic where a 
pleasant surprise awaits. 


Graph Maker 

This math and social studies program allows students to create and print bar 
graphs or pictographs. There are 10 bar styles and 50 pictograms to choose 
from. For bar graphs, the student chooses the lowest and highest numbers for their 
graph and the computer scales the graph accordingly. For pictographs, the student 
indicates the number of items each pictogram represents. 


Math Ani-Mall 

Customers are lining up in the 10 shops at the Ani-Mall and it is up to the student to 
help the animal shopkeepers serve them. Students will test their math skills by 
making the correct change in each shop. 
















Micro Myste 
In “The Case of the Garden Plot,” students read a story, use a magnifying glass 
icon to search the picture for clues, and then answer five questions to solve the 
mystery. In this program, someone has snipped the blossoms from Iris’ petunia, 
ruining it as an entry in the School Garden Show. If students are successful in 
solving the mystery, they may write to Scholastic for a certificate. Reading for 
detail, deductive reasoning and inference skills are challenged. 





Issue 3 


The Great Frankfurter 
In this Twistaplot adventure, students must help Uncle Frank, known as “The Great 
Frankfurter,” put on a spectacular magic show. Students are challenged to select 
the correct prop, costume and magic word for each trick to ensure the success of 
the show. Sequencing and critical thinking skills are enhanced. 
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Issue 3 (continued) 


| Going Dotty 

‘This math and problem-solving program is the computer version of dot-to-dot 
puzzles. The students can choose to solve the Microzine puzzles or create and 
‘save their own puzzles. The dots can be numbered sequentially, (1, 2, 3...), by 
fives (5, 10, 15...) or by tens (10, 20, 30...) Puzzles can be printed as dots only, or 
as completed puzzles. 


Storybook Maker 
In “The Balloonatics,” students are whisked away in a hot-air balloon for a series of 
adventures. Students determine the plot of the story by reading for detail and 
making a series of choices. When the story is completed, students can choose to 
read the story again or to print the story, complete with graphics. 






















Fuzzy to Focused 

In this visual discrimination program, students are presented with an unfocused 
picture. By pressing a key, the picture is slowly focused or resolved, step-by-step. 
The challenge is to identify the picture in as few steps as possible. There are 15 
puzzles to solve. 





Issue 4 


ZooStorm 

In this critical thinking Twistaplot adventure, students are called to the Isle of 
Sunny Days to correct the problems caused by a recent ZooStorm. The animals 
have become mixed up, with the head of one appearing on the body of another and 
with the tail of yet a third animal. Sample creations might include an ELE- 
CONSTRICT-ROO or ELEphant-boa CONSTRICTor-kangaROO. By using logic 
and strategy, the student reassembles the animals and saves the day. The 
graphics are delightful, as is the story. 


Jigsaw Puzzler 

In this problem-solving program, students can solve jigsaw puzzles on the screen, 
and print them. There are 30 Microzine Jr. puzzles for the student to solve and | 
three levels of difficulty. 


Math Ani-Mall 

Customers are lining up in the 10 shops in the Ani-Mall and it is up to your students 
to help the animal shopkeepers serve them. Students will test their math skills by 
selecting the correct number of toys from such shops as Yak’s Yo-yos to fill each 
customer’s order. 
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Eye Spy 
In “The Mixed-up Kitchen,” students play a computer version of “What's Wrong With 


This Picture?” In this visual discrimination program, students must identify the 
items that do not belong in the kitchen scene. If students identify all 10 items in 10 
tries they can write to Scholastic for a certificate. 


Issue 5. 


Your Town 

In this social studies Twistaplot adventure, students ride a bicycle on a map of the 
town, searching for a missing birthday present. Students must decipher rhyming 
clues about where the present might be hidden. Knowledge of the various jobs ina 
community, reading for comprehension and mapping skills are reinforced in this 
story. . 


Board Silly ! 

This language arts and strategy program allows students to create and print their 
own board game. Choosing among four themes, such as outer space or sports, 
students position instructions on the game board, choose or write their own playing 
cards, and then print the board game. 3 












Micro Mystery 
In “The Case of the Class Trip,” students read a story, use a magnifying glass icon 
to search the picture for clues, and then answer five questions to solve a mystery. 
In this program, Wanda has wandered away, making her class-trip buddy Ramone 
very unhappy. Where is Wanda? If the students are successful in solving the 
mystery, they may write to Scholastic for a certificate. Reading for detail, 
deductive reasoning, and inference are skills students will test in this program. 


Something Fishy 
This delightful program tests students’ powers of observation and noting cause- 
and-effect relationships as they watch their computer monitor transformed into a 








colorful aquarium. Students can feed the fish, tap on the glass, or press the Space 
Bar for a series of surprises. 
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Program Index 





An Index of each Microzine and Microzine Jr. Program 


Use this index to learn the issue number where a program is described. For 
example, if you wanted to learn more about “Roundup,” look in the index, and 
turn to the issue listed. The content and curriculum areas of “Roundup” are 
described on that page. 





Issue 
2088: An Oval Office Odyssey 15 
A Day at the Beach. Jr. 1 
Adventures in the Microzone 4 
African Animals 28 
Amazing Robot 3 
Amazing Robot Il 5 
Americana 30 
Animation Lab 19 
Ask Me: Robert MacNaughton 1 
Ask Me: Tom Snyder 4 
Back Page 7-11, 13 
Balloonatics, The Jr. 3 
Banner Maker 24 
BASIC Training 17 
Big Nap, The 3 9 
Billboard 10 
Blueprint Maker 25 
Board Silly Jr. 5 
Bookstore 3 
Brain Drain 7 
Budget Maker 9 
Calendar! 19 
Captains of the China Trade 24 
‘Cartoon Maker 14 
Case of the Baffling Birthday, The 20 
Case of the Class Trip, The Jr. 5 
Case of the Foul Play, The 23 
Case of the Garden Plot, The Jr. 2 
Case of the Missing Wheel, The 24 
Certificate Maker 26 
City Blocks 7 
Constellation Odyssey 27 
Contraptions | 30 
Cosmic Heroes 25 
Crickety Manor 2 
Dark Tower, The 11 
Desert Dilemma 29 
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Double Vision 
Dr. Maxwell’s Molecule Magic 
Drawing Board 
Escape fromANTcatraz 
lel 

@ opy 
Pabulhi Kids 
Fences 
Fill in the Blanks 
Fix the Farm 
Flimflam at the Flicks 
Fossils Alive! 
Free Store 
Frog and the Fables, The 
Funhouse Caper, The 
Fuzzy to Focused 
Game Plan 
Going Dotty 
Graph Maker 
Great Frankfurter, The 
Greetings! 
Haunted Channels 
Haunted House 
Heroes & Villains 
History Mystery 
Interactions 
Inventors & Inventions 
Jigsaw Puzzler 
Keeping Track of Time 
Keyboarding 
Learning Machine, The 
Letter Writer 
Light on Target 
Log-lt! 


Malice in Wonderland 
Marvelous Menagerie 

Mask Maker 

Math Ani-Mall 

Math Mall 

Medical Mix-Up 

Melody Maker 

Micro Mystery 

Micro-Toon 

MicroAgent of the Body Guard 
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Issue 
Mission: Mix-up 17 
Mixed-up Kitchen, The Jr. 4 
Monitor Mystery 20-24, 27, 31 
Mystery at Pinecrest Manor 3 
Mystery of the Missing Mechanical Mutt, The 31 
Mystery on the High Seas, The 27 
Myths of Olympus, The 29 
Newspaper Maker 12 
NewsPrint 22 
Northwoods Adventure 2 
Olympic News 6 
Picture This 28, 29 
Pirates of the Soft Seas 5 
Poster Maker 30 
Poster 1 
Presenting! 31 
Puzzler 14 
Quest for the Pole 28 
Quizzler ; 9 
Rebus Maker 27 
Ride the Wind 2 
Robot Rescue 21 
Rose & Calumny 18 
Roundup 15 
Safari! Jr. 1 
Sailing 10 
ScholastiCalc 18 
Secret Coder 1 
secret Files 1 
Secret Journal 8 
Secret of the ‘Sphinx, The 13 
Shifty Shapes 16 
Shot Heard ‘Round the World, The 10 
Solar Pilot 16 
Something Fishy Jr. 5 
Sound Lab 28 
Sound Off! 6 
Stationery Maker 28 
Sticker Factory 11 
Story Teller 5 
Storybook Maker ; Jr. Charter 
Survey Taker 7 
T-Shirt Puzzles 12 
Tag 1 
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Talk to B.E.R.T. 
Tickets to America 
Toward the North Star 


Traps 

Travelers Guide to Fantastic Places, A 
Video Garden 

Volcanic Voyager 

Voyage to See What’s on the Bottom 
Wagons West 

Where Is Piggy? 

Who’s Who in Outer Space 

Wild West, The 

Wizard of Darkling Wood, The 

Word Ladder 

Your Town 

Zazoo Come Home 

ZooStorm 
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Getting Started 


Apple Computers 


Equipment You Need 


1. 


2. 


3. 


Monitor or TV 
64K Apple II Plus, //e,llc, llc Plus, or IGS 
Disk drive 


Apple Pisa registered trademark of Apple Computer, Inc. 


Loading Microzine 


1. 
2. 
3. 


Open the disk drive door. 
Hold the disk with the label end facing you. 


lf you have a 3.5-inch disk, insert the disk slowly with the label 
facing up. If you have a 5.25-inch disk and the program you want 
is on Side 1 of the disk, insert the disk slowly with the label facing 
up. If the program you want is on Side 2 of the disk, insert the disk 
slowly with the label facing down. 


Close the disk drive door. 


Turn on the computer and monitor (or TV). 
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MS-DOS Computers 


Equipment You Need 
1. Monitor or TV 


2. 256K IBM with a Color Graphics Adapter (CGA), Tandy 1000, or 
any 100% compatible 


3. Disk drive | 
4. Disk Operating System (DOS), version 2.0 or higher 


Loading DOS 


You must load DOS into your computer before you can load 
Microzine. 


1. If you have a hard drive, turn the computer on. 


If you have DOS on a 5.25-inch disk or on a 3.5-inch disk, open 
the disk drive door and insert the disk. Turn the computer on. 


2. You will see a DOS prompt. The prompt will be a letter followed by 
a greater-than sign (A>, for example). The letter of the prompt 
corresponds with the disk drive. 


3. If you want to load Microzine in the drive that corresponds with the 
letter of the prompt (for example, if the DOS prompt is A> and you 
want to load Microzine into Drive A), put the Microzine disk in that 
drive. 


lf you want to load Microzine in a drive that is different from the drive 
indicated by the DOS prompt (for example, the prompt is A> and you 
want to load Microzine in Drive B), type the letter of the drive and a 
colon, then press Enter (for example, type B: and then press Enter). 
You will see a new DOS prompt (for example, B>). Put the Microzine 
disk in the drive. , 
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Loading Microzine 


Choose a program you want to load. Find the disk with that program's 
name on the label. Type these commands to load the Microzine 


programs: 


MICROZINE GUIDE: Type MZ and then press Enter. 


ar 


F: 
FI 
* 
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PLANET, PLAN-IT!: Type PPI and then press Enter. 
WORD WAR: Type WW and then press Enter. 
GOING TO PIECES: Type GTP and then press Enter. 


HISTORICAL HYSTERICS: Type HH and then press Enter. 





If the Microzine program does not appear on the screen, read the 
instructions once more, starting with "Loading DOS," and try again. 





sing Microzine 


Using the Microzine Hand 


You will use the Microzine Hand icon in most of the programs and 
features in this issue of Microzine. Use the arrow keys, or IJKM, to 


move the Hand. 


Use the Hand to point to what you want to do, and then press Return 
or Enter. 
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There are three different ways to point to what you want to do: 


1. Make the Hand touch some part of the word that describes what 
you want to do. If you want to exit a program or screen, you would 
make the Hand touch the word Quit, or the circle in front of Quit, 
and then press Return or Enter. 


“Are you OK?" you ask mith concern. 


Your grandfather pulls out a 
felt-tipped narker and a yel Low pad. 
Slowly, he starts to write 


*_Lainee," he writes, “I an so glad to 
see you! Sonething terrible has 
happened! Verbal von To has 
returned to Truisn! He is using 
Saying Spells cal the nastiest kind to 
enslave everyone He has even —— 
eney hy. voice so I can't undo hi 

spe 


© Continue s* Quit 





2. Make the Hand point to a box that contains a word that describes 
what you want to do, such as the boxes on the Table of Contents. 


Make the Hand touch any part of the box, and then press Return 
or Enter. 


ies GUIDE 


AE |PROGR AMS [LELIERS 


/ COMPUTER STUFF _ _COMPUTER STUFF deez 
A 1 BA EX 27 be 


Point to what you want to do. Then 
press RETURN. 


Use the IJKM keys or the arrow keys to 
nove the Hand. 


Type ? for Help. 
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3. Make the Hand move a highlight bar over what you want to do. 
Main menus will use highlight bars. Make the Hand move a 
highlight bar over what you want to do, and then press Return 
or Enter. 


INTERACTIONS HAIN NMEMU 


PLAY IHMTERACTIONS 
SEE SAMPLE INTERACTIONS 
SEE HIGH SCORES 


INSTRUCTIONS 


USE HAND TO CHOOSE, THEH PRESS RETURIGM. 





The Microzine Guide 

There are six features in the Microzine Guide. They are Programs, 
Computer Stuff, Credits, Letters, Hand Tutorial, and Exit. The 
features are listed in a collection of boxes on the screen. Each box 
is labeled. 


Use the Hand icon to point to the box that describes what you want 
to do. For example, to read the Credits, use the Hand to point to the 
box labeled Credits, and then press Return or Enter. 


PROGRAMS 

Use the Hand to point to Programs on the Microzine Guide, and then 

press Return or Enter, to read a description of the programs in this . 
issue of Microzine or to load a program from this issue of Microzine. 


COMPUTER STUFF | 

Use the Hand to point to Computer Stuff on the Microzine Guide, : 
and then press Return or Enter to see a list of the functions in 

Computer Stuff. See "Computer Stuff," page 31. 
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CREDITS 
Use the Hand to point to Credits on the Microzine Guide, and then 
press Return or Enter, to see the credits for this issue of Microzine. 


LETTERS 

Use the Hand to point to Letters on the Microzine Guide, and then 
press Return or Enter, to read letters from the Microzine Editor and 
Microzine readers. 


HAND TUTORIAL 
| Use the Hand to point to Hand Tutorial on the Table of Contents, or 
. press ?, and then press Return or Enter to learn how to use the 
Microzine Hand. Also, see "Using the Microzine Hand," page 6. 


EXIT 
Use the Hand to point to Exit on the Microzine Guide, and then press 
Return or Enter, to quit using Microzine. 


CONTROL (CTRL) KEYS 
Sometimes you will have to press the Control (Ctrl) key and another 
key at the same time. This will be written as Ctrl-(the key). For 
example, if you see Ctrl-N, it means press the Control key and the 
N key at the same time. 


Troubleshooter 


We have included this section in the Microzine Handbook to help 
you if you run into problems using Microzine. Each Microzine 
program is documented in the Handbook, and specific hints for using 
the program are included there. However, we occasionally receive 
calls about more general problems. 


LOADING MICROZINE 

If Microzine does not appear on the screen, turn the computer off. 
. Then turn it back on and try again. Make sure the disk drive door is 

closed, and check to see that the disk drive is hooked up correctly. 


APPLE llc PLUS 
Microzine programs run most effectively when the Apple llc Plus is 
running is slow mode, rather than fast mode. Put the Microzine disk 
in the drive. Hold down the Open Apple key, the Control key, the 
Reset key, and the Esc key simultaneously, then release all four 
keys. The computer will reboot the Microzine program in slow mode. 
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PLANET, — Microzine's Critical 
icrozine's Critica 
PLAN-IT! Thinking Feature 








Make a solar system where planets move around the Sun in stable 
orbits. Experiment with how far planets are from the Sun, and how 
fast they rotate. 


With the right combination of distance and speed, your planets will 
move around the Sun in a stable orbit. With the wrong combination 
of distance and speed your planets will fall into the Sun, or fly off into 
outer space. 


What You Will Find 

You will put up to four planets into a stable orbit around the Sun. 
Then sit back and watch your solar system go! You can save your 
solar system to a data disk. 


10 Student Handbook 











Copy "Planet, Plan-It!" 

Microzine is committed to offering your students programs that 

will challenge and reinforce their critical thinking skills. To make 
these programs accessible to your entire class, Scholastic grants 
permission for you to make one copy of the Critical Thinking program 
in this issue for each of your students. See the Computer Stuff 
feature on the Microzine Guide to learn how to copy "Planet, Plan-It!" 


"Planet, Plan-It!" MAIN MENU 


The "Planet, Plan-It!" MAIN MENU has two functions, or things you 
may do. They are MAKE A SOLAR SYSTEM and INSTRUCTIONS. 





MAKE A SOLAR SYSTEM 

Choose this function to make a solar system. There are four options, 
or things you may do. They are Add a Planet, Watch Your Solar 
System, Save Your Solar System, and Load Solar System. 


Make a Solar Systen 


hdd a Planet 
Hatch Your Solar Systen 


Save Your Solar sSysten 
Load Solar Systen 





¢ Add a Planet: Choose this option to add planets to your solar 
system. You may have up to four planets in your solar system. 


First "Planet, Plan-It!" will ask you to type a name for your solar 


system. Type a name, then press Return or Enter. Your name 
may be up to 13 characters long. 
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Your goal is to put a planet into a stable orbit around the Sun by 
choosing the planet's distance from the Sun and the speed at which 
the planet orbits. 


You will add planets to your solar system on the "Planet, Plan-lt!" 
work screen. You can only put one planet into orbit at a time. 








use t, %, I, or M to change speed. |iaam The Sun 
Use », ¢, J or K to move Planet. , 
prea a aaa a SRM OME [el Tela 


Last Attempt(s) 


Speed 


UU ATTRA iui i 






| . 
AAs ake , Distance 


Spee &2 
C= = 116 x ® 
ood = = ne oF © 









Distancelf 
68 





Use the ¢ —> arrows or the J and K keys to choose the distance. 
You will see the planet move closer or farther away from the Sun. 
You will also see the distance change at the bottom of the screen. 


Use the f J arrows orthe!andM keys to choose the speed. You 
will see the meter on the speed gauge increase or decrease. You will 
also see the speed change at the bottom of the screen. 


Press Return or Enter to start the orbit. 
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For any orbit, there are three possible results. The planet will orbit 
the Sun, or the planet will fly off into outer space, or the planet will fall 
into the Sun. 


Planet orbits 











Success ihe Sin. 
“=, Planet flies off 
2 into outer space. 
. Planet falls 
ee into the Sun. 


Last Attempts(s) 

The results of your last two attempts to create a stable orbit will 
appear at the bottom of the screen. "Planet, Plan-it!" can remember 
the results of your last 10 attempts. Use the Space Bar to scroll 
through your last 10 attempts. 


A Successful Orbit 

Once your planet is in a successful orbit, you will choose the number 
of Earth hours there are in a day on your planet. Then "Planet, Plan- 

It!" will figure out how many days there are in one year on your planet. 


A year is a the number of days it takes for a planet to orbit the Sun. 


An Earth day is 24 hours long. It takes Earth 365 days to orbit the 
Sun, so an Earth year is 365 days long. 
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You may now watch your solar system. Then choose Add a Planet 
again to add more planets to your solar system. 


¢ Watch Your Solar System: Choose this option to watch all the 
planets in your solar system orbit the Sun. Notice that each planet 
spins around, or rotates, on its own axis as it orbits the Sun. 


¢ Save Your Solar System: Choose this option to save your solar 
system on a data disk. 


Type a name for your solar system, then press Return or Enter. Your 
name may be up to 13 characters long. 


¢ Load a Solar System: Choose this option to work on a solar system 
saved on a data disk. Place your data disk in the drive, and press 
Return or Enter. A list of the solar systems on your data disk will 
appear on the screen. Choose the one you want to work with, and 
press Return or Enter. 


INSTRUCTIONS 


Choose this function to read instructions at any time. 
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A Twistaplot’” 


WORD WAR Adventure 





My word! The evil Verbal von Doom has returned to your 
grandfather's town and created chaos! He has cast a sinister spell 
on Truism by taking common sayings and putting them throughout 
the town in the most outrageous places. All order has broken down 
in Truism! 


Can you undo the nasty Saying Spells and bring happiness and 
order back to Truism? 


What You Will Find 

With the help of your grandfather's cat, Lexi, you will search through 
Truism for common cliches that will counteract von Doom's Saying 
Spells. Then you will bring each cliche to the location in Truism 
where you think it might counteract one of the Saying Spells. 
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Moving Through "Word War" 
Use the following keys to move you and Lexi through the town of 
Truism: 3 


Apple Il Plus Apple /le/lic/ilc Plus/IIGS MS-DOS 

| to move up lor T to move up T to move up 

J to move left Jor to move left < to move left 

K to move right Kor —> to move right — to move right 
Mtomovedown Mor J to move down 4 to move down 


Map of Truism 

There are nine locations in Truism. Every time you play "Word War," 

Verbal von Doom will cast Saying Spells on eight locations in Truism. 
It's up to you to find a cliche to cure the Saying Spell in each of these 
locations. 


Cliche Cures 

A Cliche Cure is a common saying that can counteract Verbal von 
Doom's Saying Spells. Each Cliche Cure will be divided into three 
separate parts. When you first see a Cliche Cure, the three parts will 
not make sense because they are jumbled. 


You will travel through Truism and find jumbled Cliche Cures. Bring 
them together, two at a time, at your grandfather's house. Then 
switch the mixed-up parts until you have a Cliche Cure that makes 
sense. 


Once you have unscrambled a Cliche Cure, bring it to the location 
where it will counteract the Saying Spell cast by Verbal von Doom. 


Options 


“Word War," has six options, or things you may do. They are 
Continue, Switch, Done, Yes, No, and Quit. 


¢ Continue: Choose this option to read the next screen. 
¢ Switch: Choose this option to switch parts of the Cliche Cures. 
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¢ Done: Choose this option when you are done switching parts of 
the Cliche Cures. 


¢ Yes: Choose this option to answer yes to any question. 
¢ No: Choose this option to answer no to any question. 


* Quit: Choose this option when you are ready to quit reading "Word 
War." 


The program will ask, "Are you sure you want to quit?" Choose No if 
you want to continue reading. Choose Yes if you want to quit. 


Password 


lf you want to stop reading the story and continue playing "Word War" 
another time, choose Quit at the bottom of the screen. 7 


The program will ask you to type a password. Choose a password 
that will be easy for you to remember. Then, when you read "Word 
War" again, you may type your password and continue the story 
where you left off. 


The program can remember up to 40 passwords. When the 41st 
player enters a password to save a game, the first password entered 
will be erased. 


Helpful Hints 
Here are a few hints to help you terminate the trouble in Truism! 


¢ Make a list of the jumbled Cliche Cures you bring to your 
grandfather's house. Also make a list of the locations you have 
visited and what you found there. 


¢ You don't have to pick up every jumbled Cliche Cure you find. 
When you find a jumbled Cliche Cure, decide if any of its parts will 
help you unjumble the Cliche Cure that is already at your 
grandfather's house. If that Cliche Cure can't help you, visit 
another location to look for the Cliche Cure part you need. 
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GOING A Math and 
TO PIECES Logic Feature 





What You Will Find 


With "Going to Pieces," you will solve Microzine jigsaw puzzles and 
make your own jigsaw puzzles. 


You may solve and make your own jigsaw puzzles on the screen. 
Then print the jigsaw puzzles, cut out the pieces and solve them. 
Or, challenge your friends to solve the puzzles. 


Printer Setup 


"Going to Pieces" will ask if you have a printer. Choose Yes if you 
have a printer. Choose No if you do not have a printer. 
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lf you have a printer, you need to tell "Going to Pieces" about your 
printer setup. The program will display a menu of options for printing. 
They are Done, Printer, Interface Card, Slot, and Line Feed. 


¢ Done: Use the Hand to choose this option, and press Return or 
Enter when you are done telling "Going to Pieces" about your 
printer setup. 


¢ Printer: Use the Hand to choose this option, and press Return or 
Enter to select a printer. Use the arrow keys or IJKM to move the 
Hand to the correct printer name. 


¢ Interface Card: Use the Hand to choose this option, and press 
Return or Enter to select a printer interface card. Use the arrow 
keys or IJKM to move the Hand to select the correct printer 
interface card. 


¢ Slot: Use the Hand to choose this option and press Return or 
Enter to select Slot. The program assumes your printer is 
connected to Slot 1. If your printer is connected to a different slot, 
use the arrow keys or IJKM to choose the correct slot number. 


¢ Line Feed: Use the Hand to choose this option, and press Return 
or Enter to turn the Line Feed option on or off. "Going to Pieces" 
assumes you want the Line Feed option turned on. Use the arrow 
keys or IJKM to move the Hand to select On or Off. 


Moving the "Going to Pieces" 
Hand Use the following keys to move the Hand: 


Apple Il Plus Apple Ie/lic/Ilc Plus/IIGS MS-DOS | 

| to move up lor f to move up * to move up 

J to move left Jor ¢ to move left «+ to move left 

K to move right Kor —» to move right —» to move right 
Mtomovedown Mor J to move down 4 to move down 


"Going to Pieces" MAIN MENU 


"Going to Pieces" has three functions, or things you may do. They 
are SOLVE A JIGSAW PUZZLE, MAKE A JIGSAW PUZZLE, and 
INSTRUCTIONS. 
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SOLVE A JIGSAW PUZZLE 

Choose this function to solve one of the Microzine jigsaw puzzles. 
Use the arrow keys or IJKM to choose SOLVE A JIGSAW PUZZLE, 
and press Return or Enter. 


You will see the SOLVE A JIGSAW PUZZLE menu. You may choose 
to solve an Easy Puzzle, a Challenging Puzzle, or a Puzzle on a Data ; 
Disk. | | 


Use the arrow keys or IJKM to choose the type of jigsaw puzzle you. 
want to solve, and press Return or Enter. 


Solve a Puzzle on a Data Disk 


Choose this option to solve a jigsaw puzzle that you saved on a data 
disk. A list of the puzzles you saved will appear. Use the arrow keys 
or IJKM to choose the puzzle you want to solve, and press Return or 
Enter. 


SOLVE A JIGSAW PUZZLE has six options, or things you may do. 
They are (S)cramble, (L)ook at picture, (N)ew puzzle, (H)elp, (P)rint, 
and (Q)uit. 


0090.90 09 000-99009200000000 se eeoosees eos sbooTeeueo ee spose ooo sooooueeoesoetooosesees 
292 0nereveever ser eceosovoososoens nevowen eee tonoeasuconceebonooooncaeeeanebetooeNecassoube CeCe eibebeEs 


S>cramble (Hew puzzle eT 
(Quit (Help <Porint | 4 





¢ (S)cramble: Type S or use the Hand to point to this option to mix 
up the puzzle pieces. The pieces will move from the inside of the 
puzzle box to the area outside the puzzle box. 
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¢ (L)ook at the picture: Type L or use the Hand to point to this option 
to look at the assembled puzzle picture. 


e (N)ew puzzle: Type N or use the Hand to point to this option to 
choose a new jigsaw puzzle to solve. 


¢ (H)elp: Type H or use the Hand to point to this option to read the 
instruction screens. 


¢ (P)rint: Type P or use the Hand to point to this option to print the 
jigsaw puzzle that is on the screen. 




























TO yy 7 7 7 ——i‘<C iaiimsSé ; ChmdizéiitCCCCW 
NOTE: Ine rrint Opuon Will Only appeal ii YOU Nave toid GOINC 


¢ (Q)uit: Type Q or use the Hand to point to this option to stop 
playing "Going to Pieces.” | 


The program will ask you if you really want to quit. 


Type N if you don't want to quit. The program will return you to the 
screen from which you chose Quit. 


Type Y if you want to quit. The program will ask you if you want to 
solve another puzzle. 


Type Y if you want to solve another puzzle. 


Type N if you don't want to solve another puzzle. 
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Solving a Jigsaw Puzzle 

When you have chosen a picture, the program will display a picture 
inside the puzzle box. To choose this picture, press Return or Enter. 
To choose a different picture, use the arrow keys or IJKM to see 
more Microzine pictures. 


athe eg) 


Aah ne 


prace ‘RETURN to Choose this puzzle. 
Use arrous or IJKH to see another 
puzzle 





The program will divide the picture into puzzle pieces. Count the 
number of puzzle pieces and note their placement within the puzzle 
box. 


Type S or use the Hand to point to (S)cramble to mix up the puzzle 
pieces. The puzzle pieces will appear outside of the puzzle box. 


soossseestessseessocseseerssseeseeesesecssssecosces 
eoecveesnocosos socesconecsosescossoososeoeseee 


“¢L>00Kk at Picture 
Use arrons or IJKM nto —_ the Hand, 
RETURN to choose Esc to quit. 
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Move the Hand to the puzzle piece you want to place inside the 
puzzle box, and press Return or Enter. 


The Hand will "pick up" the puzzle piece. Move the Hand and the 
puzzle piece to the place where you want the piece to go inside the 
puzzle box. 


Press Return or Enter to "drop" the puzzle piece inside the puzzle 
box. Continue picking up and dropping puzzle pieces until the 
puzzle picture is complete. 


NOTE: "Going to Pieces” will not let you drop a piece on top of 
another piece that is already in place. 


Removing Puzzle Pieces 

You may remove a piece from the puzzle box. Use the Hand to point 
~ to the piece you want to remove, and press Return or Enter. Then 
press the Space Bar. The piece will appear outside of the puzzle 
box. You may pick it up and drop it in the puzzle box when you are 
ready. 


When you solve a jigsaw puzzle, "Going to Pieces” will congratulate 
you. Then the program will ask if you want to solve another jigsaw 
puzzle. 


Type Y to solve another puzzle. The program will return you to the 
SOLVE A JIGSAW PUZZLE menu. 


Type N to return to the "Going to Pieces" MAIN MENU. 


MAKE A JIGSAW PUZZLE 


Choose this function to make your own jigsaw puzzle. Use the arrow 
keys or IJKM to choose MAKE A JIGSAW PUZZLE, and press Return 
or Enter. 





You will see the MAKE A JIGSAW PUZZLE menu. You may choose 
Make a New Jigsaw Puzzle to make a new puzzle, or Load a Jigsaw 
Puzzle to work on a puzzle already saved on a data disk. 
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Hake a Jigsaw Puzzle 


af= * Hake a New Jigsan Puzzle 


© Load a Jigsaw Puzzle 


Use arrows or IJKM to move the Hand. 
Press RETURN to choose or ESC to back ” 
up. 





Use the arrow keys or IJKM to choose, and press Return or Enter. 


Make a New Jigsaw Puzzle 
Make a New Jigsaw Puzzle has five options, or things you may do. 
They are (L)oad Picture, (E)dit, (S)ave, (D)one, and (H)elp. 


Pee 
| 


{ 
i 


cece 


gC Eat . ra-oe ty ot ra WT 1s Picture 
«Doone CHDelp 





¢ (L)oad Picture: Type L or use the Hand to point to this option to 
load a picture. You will see a picture inside the puzzle box. To 
choose this picture, press Return or Enter. To choose a different 
picture, use the arrow keys or IJKM to see more Microzine pictures. 
The picture you choose will appear inside the picture puzzle work 
box. 
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(M)ake Piece: Type M or use the Hand to point to this option to make 
apiece. Use the Hand to point to a block. Press Return or Enter to 
make that block a part of a puzzle piece. The block will turn black. 


eres RETURH oe ne = oe rth or nao 


Press ESC mhen done waking this piece. 





Press Return or Enter again if you do not want that block included in 
that puzzle piece. Point to all blocks that you want to include in your 
puzzle piece, and press Return or Enter for each one. 


A puzzle piece must be at least two blocks big, but no larger than four 
blocks high by six blocks wide. 


Press Esc when you are finished making your puzzle piece. Choose 
(M)ake Piece again to make your next puzzle piece. 


(C)lear: Type C or use the Hand to point to this option to clear, or 
erase, all of the puzzle pieces that you made. "Going to Pieces” will 
ask you if you are sure you want to clear the puzzle. 


Type N if you don't want to clear the puzzle pieces. 

Type Y if you do want to clear the puzzle pieces. 

¢ (S)ave: Type S or use the Hand to point to this option to save your 
jigsaw puzzle on a data disk. You may only save a completed jigsaw 
puzzle. "Going to Pieces" will ask you to type the name for your 


puzzle. Type a name of up to 15 characters long, and press Return 
or Enter. The program will tell you to put a data disk in the drive. 
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Type Y to print your puzzle. Press Return or Enter to start print 
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¢ (H)elp: Type H or use the Hand to point to Help to read the 
instruction screens at any time. 


Editing Pieces 


You can change the size of pieces you have already made by taking 
some blocks away or by adding more blocks to your piece. 


To change the size of a piece, choose (M)ake Piece. Move the Hand 
to the piece you want to change, and press Return or Enter. The 
entire piece will turn black. Then move the Hand to each new block 
you want to include in the piece, and press Return or Enter. Or move 
the Hand over each block you want to remove from your piece, and 
press Return or Enter. | 


Load a Jigsaw Puzzle 

Choose Load a Jigsaw Puzzle to work on a puzzle you saved ona 
data disk. A list of the puzzles on your disk will appear. Use the 
arrows or IJKM to select the puzzle you want to load, and press 
Return or Enter. 


INSTRUCTIONS 


. Choose this function to read instructions on how to solve.and make 
jigsaw puzzles. 
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PICTURE 


THIS "Historical Hysterics" 





Something is wrong with our picture of the signing of the Declaration 


of Independence. Many of the objects weren't even invented in 
1776, when this event took place. Can you find all the anachronisms 
that are too modern to be part of "Historical Hysterics"? 


What You Will Find 


You will look at a picture and then use a magnifying glass to uncover 
the errors in “Historical Hysterics." | 


Moving Around "Historical Hysterics" 


Use the magnifying glass to point to what you want to do, and to 
point to errors in the picture. 
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Use these keys to move the magnifying glass: 


Apple Il Plus Apple /le/Ilic/lic Plus/IIGS MS-DOS 

| to move up lor  tomoveup fT to move up 

J to move left Jor ¢ to move left ¢— to move left 

K to move right Kor -—» to move right —» to move right 
Mtomovedown Mor J to move down 4 to move down 


You may use the C key to move the magnifying glass directly to the 
Check Up option at the bottom of the screen. , 


You may use the ? key to move the magnifying glass directly to the 
Help option at the bottom of the screen. 


You may use the Esc key to move directly to the Quit option. 


Options 
"Historical Hysterics” has five options, or things you may do. They 
are Quit, Yes, No, Help, and Check Up. 


Quit: Choose this option when you're finished playing. You will be 
asked, "Do you really want to quit?" 


Yes: Choose this option if you want to quit. 


No: Choose this option if you want to continue playing. 


Help: Choose this option to read the instructions at any time. 


Check Up: Choose this option to see how many mistakes you have 
found. 
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COMPUTER 
STUFF A Utility 





What You Will Find 
On the Computer Stuff MAIN MENU, you will find COPY A 
PROGRAM and INITIALIZE A DISK. 


COPY A PROGRAM 


Microzine is committed to offering your students programs that will 
challenge and reinforce their critical thinking skills. To make these 
programs accessible to your entire class, Scholastic grants 
permission for you to make one copy of the Critical Thinking program 
in this issue for each of your students. Use any ProDOS eee utility 
to make a copy of "Planet, Plan-it!" 
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Choose this function to initialize a data disk. 


INITIALIZE A DISK 
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To initialize a data disk, use the hand to choose INITIALIZE A DISK 


has been initialized by Microzine. Initializing a disk gets it ready to 
and then press Return or Enter. 


A data disk is a blank disk (or one that you don't mind erasing) that 
save your data for Microzine. 


mind erasing. The hand will be pointing to Next. Press Ret 
unctions will appear. You now have a data disk. You ma 


The program will tell you to insert your blank disk. The 
any Microzine feature that requires a data disk. 


The program will tell you that you need a blank disk 
tell you that the disk will be erased. 


ahead?" Use the hand to point to Yes or No 
The program will initialize the disk. Then the Com 
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P NET, Microzine's Critical 
i 
PLAN-IT! Thinking Feature 





DIFFICULTY LEVEL: Challenging, Average, Easy 


VOCABULARY PREVIEW: solar system, orbit, distance, rotation, 
axis 


SCHOOL ACTIVITIES 

SCIENCE/RESEARCH: Have students use an encyclopedia or 
other reference book to research our solar system. Ask students to 
look up the distance from the Sun, and the length of a day and a year 
on each of the nine planets. 





Have students compare this information with the distance from the 
Sun, and the length of a day and a year on the fictitious planets in the 
solar systems they make with "Planet, Plan-It!" Based on the number 
of Earth days in a year, have students guess where their planets 
might fit in our solar system. For example, if a year on one of their 
planets is 320 earth days, it would probably be located between 
Venus and Earth in our solar system. 


HOME ACTIVITIES | 


ART & DESIGN: Have students make three-dimensional mobiles or 
sculptures of a solar system they made with "Planet, Plan-lt!" Tell 

_ Students to carefully estimate the distance each planet should be 
from the Sun, and from each other. 


Encourage students to use household objects such as tinfoil, or 


carved soap to form planets. Suggest they use wire hangers or 
string to suspend their planets. 
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Cy 


A Twistaplot™ 


WORD WAR - Adventure 





DIFFICULTY LEVEL: Challenging, Average, Easy 


| VOCABULARY PREVIEW: sinister, truism, cliche, satchel, enslave, 


amiss 


SCHOOL ACTIVITIES 

PROBLEM SOLVING/ORAL EXPRESSION: Divide the class into 
small groups and have each group script and perform a skit using a 
Saying Spell and Cliche Cure from "Word War." Have the students 
think of an ordinary situation they might encounter. Then have them 
think of two cliches that apply to that situation: one that misuses the 
lesson of the cliche and one that uses the lesson in a positive way. 





For example, if a salesperson followed the cliche, "You can't teach an 
old dog new tricks," he would tell all his customers to use typewriters 
instead of word processors, and he would advise everyone not to 
buy computers. The salesperson should instead follow the cliche, 
"You are never too old to learn" and encourage customers to learn to 
use State-of-the-art equipment. 


HOME ACTIVITIES 


WRITING: Have the students write an essay about a time when they 
were sorry that they followed the advice of a particular cliche. For 
example, the cliche, "Honesty is the best policy” might not have 
been the best approach when you told your friend how much you 
hated the sweater she bought for you. 
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GOING = A Math and 
TO PIECES regi” Fear 





DIFFICULTY LEVEL: Challenging, Average, Easy 


VOCABULARY PREVIEW: jigsaw, challenging, block 


SCHOOL ACTIVITIES 


GEOGRAPHY: Have students make a jigsaw puzzle of the world. 
Distribute photocopies of a world map to the class. Have students 
choose a particular continent. Then ask them to cut out each country 
and make a jigsaw puzzle of their continent. The scrambled puzzles 
can be distributed among the students to solve in class. 


RESEARCH/WRITING: Have students write a short report on the 
continent they made a jigsaw puzzle of in class. Suggest that 
students go to their public or school library to research information 
about their continent. 


Ask students to explain in their reports why a particular continent is of 
interest to them. 


~HOME ACTIVITIES 


ART: Ask students to draw their own pictures and make jigsaw 
puzzles out of them. Have the students distribute their scrambled 
jigsaw puzzles to their classmates. 
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PICTURE 


THIS | "Historical Hysterics" 





DIFFICULTY LEVEL: Challenging, Average, Easy 


VOCABULARY PREVIEW: parchment, pioneer, mediocre, 
anachronism 


SCHOOL ACTIVITIES 

LANGUAGE ARTS: Lead your class in a discussion about 
anachronisms. Discuss why each “error” in "Historical Hysterics" is an 
anachronism. Explain to them that even though the old gramophone 
in the picture is not modern, it is still an anachronism in this context. 





SOCIAL STUDIES & ART: Ask students to draw their own pictures of 
a particular period in history and to add some things that would be 
anachronisms in that period. 


Have students exchange pictures and identify the things that don't 
belong in their drawings. Ask them to point out things in the picture 
_ that are correct for that time period, but that would be anachronisms 
today. For example, at the table of the first Thanksgiving, an electric 
carving knife would be an anachronism. Today, wooden plates, 
which are correct in the picture, would be considered anachronistic. 


HOME ACTIVITIES 

WRITING & CREATIVITY: Choose a period in history with which your 
students are familiar. Ask them to write a short story about what their 
lives would be like if they had lived during that period. Suggest that 
they include two everyday objects from their present lives that would 
be considered anachronistic in the period they are writing about. 
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"Word War" ACTIVITY PAGE 


CLICHE CURES 


A cliche is a common phrase or expression. There are many cliches in 
"Word War." As you read "Word War,” write down all the cliches you 
find in the chart below. Then, in your own words, write the meaning 
of the cliche. We wrote down one cliche and its meaning to start you ‘ 
off. 





a-amsems ~~ 


CLICHE MEANING 


Many hands make light work If people work together, a job is 
easier to do. 





This Activity Page may be reproduced in your classroom. Copyright © 1989 by Scholastic Inc. 
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Historical Hysterics 


And Is Hereby Inducted into the 
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